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SERVICE INFRASTRUCTURE: 
TOWARDS A COMPREHENSIVE DIGITAL LIFESTYLE 
ABSTRACT 
Digital activities are now merged with our lives. From work to information to 
entertainment, the word 'digital' is always around us. So, digital lifestyle is what 
we suppose to experience in today's society. With the development of portable 
digital devices digital activities seem to escape from the limit of place and time. 
Instead of performing them at home, we can now bring them into the public 
space. Therefore, new layers are formed in public spaces. Yet, performing 
digital activities in public with portable digital devices may not be as simple as 
we assume to be. The users may encounter different problems such as privacy, 
lighting, noise etc. And, the device itself may have insufficiency that makes users 
cannot enjoy their digital activities in public space. Most importantly, when users 
want to share or interact with others, a space is just difficult to find in a city. So, 
it is likely that a new type of space, 'spaces providing digital services 'should be 
inserted into the city in order to respond to such trend. Through designing such 
spaces, users can enjoy the full advantages that the portable digital devices 
brought to us and the personalized culture of portable digital devices can be 
transformed into a more interactive one. 
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Nowadays in Hong Kong and also in the rest of the world, portable digital devices is being developed rapidly. Devices such as 
mobile phone, pda, laptop and portable media player are all designed to make it light and easy to carry. 
Almost in every part of the street, we can see people talking on the phone, sending messages, watching video, listen to music... 
etc. through those tiny little machines. It is undeniably that this is a new phenomenon in public which people use their own 
devices to communicate, entertain and work. 
The current condition of using portable digital devices in public is dreadful since the users lack spaces to really enjoy 








-THE CHARACTERISTICS OF TODAY'S PORTABLE DIGITAL DEVICE 
The fundamental properties of portable digital devices generate important issues on human relationships and public space. The 
architectural responses are also initiated from these primary questions. So, the interrelation of architecture and portable digital 
devices can only be revealed until a thorough understanding of portable digital devices is made clear. 
Mobility, ubiquity, and personalization are salient characteristics that differentiate mobile technologies from other information 
technologies. They mean AAA capability, that is, the ability to do anything, anywhere, at anytime.f^I 
MOBILITY 











-THE CHANGES IN LIFESTYLE THROUGH PORTABLE DIGITAL DEVICE 
New opportunities are created for portable digital device users to bring most of the digital work, entertainment and 
communication outside home and perform them while they are traveling, waiting, eating and so on. 
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COMMUNICATION, WORK & ENTERTAINMENT 
MOVE FROM INDOOR I PRIVATE SPACE TO OUTDOOR/PUBLIC SPACE 
01 BACKGROUND 
-THE NEW LAYERS IN PUBLIC SPACE 
The new lifestyles further develop into new layers of activities in public space. On top of the original activities of public space, now, 
there are also activities by portable digital device users. And this triggers a search for new type of space for them. 
MUSIC •GAMES •VIDEO 
PHOTO • WORK • WEB BROWSING 
WITH THE PORTABLE DIGITAL DEVICE. 
PEOPLE BRING THEIR DIGITAL ACTIVITIES TO THE PUBLIC SPACE 
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01 BACKGROUND 
-THE PROBLEMS ENCOUNTERED 
Mobile technology competencies are too often too narrow in scope and incapable of adapting to specific user environments to be of 
much value...technical limitations like small screen size, tiny input keys, or some network constraints can render a service ineffective 
and make it look incompetent. 2 So, even with the most powerful devices, not all the functions can be operated smoothly. Especially 
when the users utilize their devices in the public, constraints like lighting condition and the suitable place for work reveal the inability of 
portable devices. 




INSUFFICIENT LIGHT PRIVATE WORK IN 
CROWDED AREA 
NETWORK COVERAGE SHARING 
INFORMATION SOFTCOPYVS HARDCOPY 
DEVICE'S LIMITATION 




First, some digital activities cannot be efficiently worked out in public if a proper space is not provided. It is simple since the activities 
involved have different degree of privacy; some may need extra/reduced lighting or sound...etc. 
The behavior of users also exposes the importance of creating physical spaces. Though the devices allow users to operate them 
while they are moving, but the users are physically unable to perform most of the activities while they are in motion(e.g.a user can't 
hold his laptop and types while he is walking on a street). When they perform the digital activities, they usually need a place to sit or 
stand. 
There are some possible ways that the users will use their devices in the public. They may directly perform their work through the 
devices or share the resources with other users before they carry out the work or even buy some mobile technology products before 
they utilize the functions of the device. 




Y o u f B 
OPPORTUNITIES OF CREATING SERVICE SPACES 
TO EXTEND THE STRENGTH OF DIGITAL ACTIVITIES IN PUBLIC SPACE 
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02 STUDIES OF SERVICE SPACES 
-SPACES FOR DIGITAL ACTIVITIES (1) 
Space for video: 
A space that allow sharing of video with users and prevent annoyance from the outside. 
SPACE FOR VIDEO 
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02 STUDIES OF SERVICE SPACES 
-SPACES FOR DIGITAL ACTIVITIES (2) 
Space for online game and web browsing: 
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SPACE FOR ONLINE GAMES 
02 STUDIES OF SERVICE SPACES 
-SPACES FOR DIGITAL ACTIVITIES (3) 
Space for music: 
A space that needs to be noise free and allow users to download music through their portable device. 
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Screen showing 






SPACE FOR MUSIC 
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02 STUDIES OF SERVICE SPACES 
-SPACES FOR DIGITAL ACTIVITIES (4) 
Space for photo: 
A space for users to print out photos from their portable devices, especially after they finish their snapshots and wants immediate 
physical output. 
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for viewing photos 
Printer 
SPACE FOR PHOTOS 
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02 STUDIES OF SERVICE SPACES 
-SPACES FOR DIGITAL ACTIVITIES (5) 
Space for work 






SPACE FOR WORKING & WEB BROWSING 
STUDIES OF SERVICE SPACES 
-SPACES FOR DIGITAL ACTIVITIES (6) 
Space for shop and services: 
A space which supports users with virtual and physical products, such as battery, software, games, video...etc. 
Digital products shop 
(video, games, wallpaper...) 
TV showingnew 







SERVICE & SHOP 
02 
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SKETCHES FOR CONCEPT 2 
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02 STUDIES OF INTEGRATED SERVICE SPACES 
-CONCEPT (1) 
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02 STUDIES OF INTEGRATED SERVICE SPACES 
-CONCEPT (1) 
Activities submerged into a big space of resources sharing, services and shop 




PERSPECTIVE FOR CONCEPT 1 
SKETCHES FOR CONCEPT 2 
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PERSPECTIVE FOR CONCEPT 1 
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02 STUDIES OF INTEGRATED SERVICE SPACES 
-CONCEPT (2) 
Individual service and shop for each activity, resources sharing space between similar activities 
• focused on the interaction within similar interest groups 
i 
17 
02 STUDIES OF INTEGRATED SERVICE SPACES 
-CONCEPT (3) 
a 
SKETCHES FOR CONCEPT 2 
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02 STUDIES OF INTEGRATED SERVICE SPACES 
-CONCEPT (3) 
Activities merged into one space of resources sharing, service and shop 
• One significant center for users to interact 
space for video 
jspace for music 
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for work 
PERSPECTIVE FOR CONCEPT 1 
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02 STUDIES OF INTEGRATED SERVICE SPACES 
-CONCEPT (4) 
Mixed all activities, no specific space for anyone type of the activities 
• numerous types of interactions between users 
• users can perform all digital activities at any location, which manifests the mobility and ubiquity of portable digital devices 
spaces for all activities, users determine 
how and what to do with the space 
PERSPECTIVE FOR CONCEPT 1 
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03 DESIGN DEVELOPMENT 
-TYPE1 •UNIT 
U e t f r l l l f ^ i 
SKETCH FOR IDEA 2 
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03 DESIGN DEVELOPMENT 
-TYPE1 •UNIT 
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SKETCH FOR IDEA 2 
J r 
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03 DESIGN DEVELOPMENT 
-TYPE 1 • UNIT 
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03 DESIGN DEVELOPMENT 
-TYPE1 •UNIT 
‘ "NIL \ 
SKETCH FOR IDEA 2 
24 
03 DESIGN DEVELOPMENT 
-TYPE 2 •GROUP 
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03 DESIGN DEVELOPMENT 
-TYPE 2 • GROUP 
STUDY MODEL 2 
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03 DESIGN DEVELOPMENT 
-TYPE 2 •GROUP 
STUDY MODEL 2 
03 DESIGN DEVELOPMENT 
-TYPE 3 •COMMUNITY 
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SKETCH 1 FORM & CIRCULATION OF THE SPACE 
03 DESIGN DEVELOPMENT 
-TYPE 3 •COMMUNITY 
SPACE FOR WORK & MUSIC 
SPACE FOR VIDEO 
PACE FOR DATA SHARING 
28 
SPACE FOR ONLINE GAMES 
SKETCHES FOR DIFFERENT ACTIVITIES 
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03 DESIGN DEVELOPMENT 
-TYPE 3 •COMMUNITY 
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03 DESIGN DEVELOPMENT 
-TYPE 3 •COMMUNITY 
STUDY MODEL 2 
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FINAL DESIGN 
-DISTRIBUTION OF SERVICE SPACES IN TSIM SHATSUI 
Portable digital device users perform their digital activities in every part of the street. Thus, proximity to the service spaces is crucial. In 
this regards, the design of service space should not be one big space in the whole site. Instead, it should be spread over the site and 
makes the users convenient enough to reach within short walking distance, let say, 3 minutes. My strategy for the placing of service 
spaces is to distribute them in the circulation node. The stronger the circulation flow, the bigger the service spaces are required. 
32 
FINAL DESIGN 
- T Y P E ” UNIT 
This is the smallest service space among all the designs. The significance of this non site specific space is to give users a small 
private space to enjoy their own digital activities. The design is composed of two parts, on the ground is the battery charges and data 
sharing space while the multipurpose digital service space is submerged into the ground. When users want to use the multipurpose 
digital service space, they just simply enter from the ground level, and the hydraulic seat will take the users into the ground. Inside the 
space, users can connect their devices to the screen and speakers through USB or Bluetooth to enjoy various digital activities such as 
watching video, working, listen to music, play on-line games and web browsing. 
PERSPECTIVE 
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G • BATTERY CHARGE AND 
DATA SHARING SERVICE 
8 DATA SHARING TABLE 
SECTIONAL PERSPECTIVE 
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04.1 FINAL DESIGN 
-TYPE 1 •UNIT 
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04.1 FINAL DESIGN 
-TYPE1 •UNIT 
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04.2 FINAL DESIGN 
-TYPE 2 •GROUP 
This medium sized service space is located in places where stronger circulation flow happens. The design is site specific and the form 
varies from place to place. Compared to type 1, the digital services of this space are not grouped together in one room. The aim of 
this move is to allow more interaction between different users. However, some digital activities such as watching video, working, listen 
to music still need certain degree of privacy. So, rooms for these activities are provided. In a site like Tsim Sha Tsui, every part of land 
is precious, spaces are thus designed to minimize circulation spaces and maximize activities spaces. 
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FERRY PIER 
SITE PLAN 1:500 
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04.2 FINAL DESIGN 
-TYPE 2 • GROUP 
PHOTO BROWSING & PRINTING AREA 
G/F PLAN 1:150 
SCREEN SHOWING LATEST DIGITAL 
INFORMATION 
MULTIPURPOSE DIGITAL SERVICES 
AREA (MUSIC, WORK, VIDEO ETC.) 
SELLING MACHINE 
ONLINE GAME AREA 





















































































































































04.2 FINAL DESIGN 
-TYPE 2 •GROUP 
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04.2 FINAL DESIGN 








04.2 FINAL DESIGN 
-TYPE 2 • GROUP 
f 
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04.2 FINAL DESIGN 
-TYPE 2 •GROUP 
h m ^ ^ B B 
04.3 FINAL DESIGN 
-TYPE 3 •COMMUNITY 
Located in a site where complex ci 
act as a transition for the complex 





MUSEUM OF ART 
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rculation occurs, the design not merely provides services for portable digital devices users, but also 
circulation that people can stay for a longer period of time to rest or enjoy their own digital activities. 
;ed in the centre of the site; aim to link all the people from different areas. 



























































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































04.3 FINAL DESIGN 
-TYPE 3 •COMMUNITY 
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04.3 FINAL DESIGN 
-TYPE 3 •COMMUNITY 
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04.3 FINAL DESIGN 




04.3 FINAL DESIGN 


































































Carsten.S. Designing ubiquitous 
information environments: sociotechnical 
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